AA Eco stargey
for beginner-intermediate players
(Note: none of this strategy is made by me, I am just rewriting it for accessibility)

Important things to know
-quickswitching
-revive cycle
-how eco works
-powerup patterns
-How to use the shopping spree

If you already know everything, you can skip to page 6, that has all the round info. If you’re new to the game, I recommend reading everything though.

How eco works:
Eco is short for economy. The goal is to get as much money as possible (more realistically, until you get chestplate)
The way eco works is by looking at a weapon’s Gold per damage ratio.
Looking at those, you will find that Pistol and Shotgun have the best ratio over every other gun.
(Flamethrower as a matter of fact has a better gpd ratio then pistol or shotgun but it is not required, if you get it from a shopping spree that’s cool, you can use it)

Maining pistol and shotgun, and flamethrower if you have it, you will get lots and lots of gold.
But if you used a gun with a low ratio, like zombie zapper, you will not make as much gold.

By using pistol and shotgun for the first half of the game, you will get chestplate usually on round 52. If you used other guns, you will get chestplate much later.

After you get chestplate you can replace pistol and shotgun with better guns.

A big aspect of eco is growing slimes. All you need to know is, when slimes are bigger, they have more health, which means they give more gold. If you’re interested in how the health scaling works, read this, otherwise you can skip to the next paragraph.
Slimes will grow 5 times, gaining 20 hp every time. For example, if a slime has 40 hp, it will gain 20 hp every time it grows. Then after it grows 5 times, it will have 140 hp. This is also the case when you damage the slime, so if it goes from 40 hp to 10 hp, then it will have 110 hp when fully grown.
Quickswitching/guns:
Quickswitching is how you increase your DPS and is used a lot throughout the game. Doing so is really easy, just spam your 2, 3, 4 keys on your keyboard while clicking as fast as you can. 
During the eco stage of the game, only spam your 2, 3 keys as your 3rd gun should only be used for harder rounds and after you get chestplate.
Try to be close to the mobs to get the most use out of Shotgun. A lot of beginners stand really far away from the mobs and use pistol only. This will lead to you getting a minimal amount of gold.
After you get chestplate, you can start rolling for guns.
Your gun layout can be: 
Setup 1: Zombie zapper, rainbow rifle, double barrel shotgun, lightning rod (Named dbsg/double barrel set)
Setup 2: Zombie zapper, rainbow rifle, gold digger, lightning rod (Named gd/gold digger set)

Here’s the perks and disadvantages of each setup.

Dbsg set perks: 
-Good if you have not high cps 
-Good on rounds where the mobs get close
-Alright for gold
Dbsg set disadvantages: 
-2 ranged guns
-Ammo is a bigger problem

When using dbsg set, only quickswitch your rainbow rifle and zombie zapper if the mobs are far. But if the mobs are close, you can quickswitch all 3 guns.

Gd set perks:
-3 ranged guns
Gd set disadvantages:
-Bad for gold
-Requires high cps to get the best use from it

There is also a third set called shotgun set, where you replace rainbow rifle with shotgun. I wouldn’t recommend using that.
Most people use gd set.
Once you get chestplate, you can start spamming 2, 3, 4 to use all 3 guns.

While ecoing, don’t use lightning on packs of mobs, unless it’s a hard round, or on an old one zombie. If you use lightning, you will get 50 gold for hitting whatever mobs. If you hit 1 zombie, you will get 50 gold, and if you hit 50 zombies, you will also get 50 gold. By using it a lot you can lose a huge amount of gold. That’s why you should only use it on rounds like 36, 42, and 50, or on old ones, and not on rounds like 46 or 51 where there is a bunch of mobs that do no damage. After you get chestplate you can use lightning.

Powerup patterns (and other important powerup things):
The max ammo, insta kill, and shopping spree powerups have patterns that can be memorized. 

Max ammo:
Pattern 1: round 2, 5, 8, 12, 16, x1, x6
Pattern 2: round 3, 6, 9, 13, 17, x2, x7

Insta kill:
Pattern 1: round 2, 5, 8, 11, 14, 17, 20, 23
Pattern 2: round 3, 6, 9, 12, 15, 18, 21

Shopping spree:
Pattern 1: round 5, 15, 45, x5
Pattern 2: round 6, x6 (except 56)
Pattern 3: round 7, x7 (except 57)

You lose some shopping sprees on the round 5 pattern because powerups will not spawn on boss rounds, and 25, 35 are the mega slime rounds.
Instead of referring to the patterns by “Pattern 1 or 2”, use the first round of the powerup, for example, in my game I have the round 2 insta, round 3 max, and round 7 shopping spree patterns.
The “x” just means it can spawn on any round.

Double gold, carpenter, and bonus gold are random. Bonus gold will stop spawning after round 15.
If possible, save a bonus gold or carpenter until there is a double gold. If there doesn’t seem to be a double gold, then just take the powerup.
Powerups will always be held by any mob that spawned during the first wave, except from middle mobs.

Revive cycle:
Also called rev cycle, block cycle, or “cornering”. On harder rounds, you take too much damage to just “shift in a corner”. Combine that with the fact that fast revive can glitch out sometimes, you have to perform the revive cycle.

Here’s how it works:
-Die
-Get revived
--Jump, hold w (be sprinting), aim into the corner behind you, block, shift
OR:
--Hold s, aim towards the mobs, block, shifta
-Revive 1-3 people, depending on how much health you have, how much damage you are taking, and whether or not your fast revive is glitched. Revive as many people as you can, but don’t die while reviving someone. This is called “failing rev”. If you feel like you are taking too much damage to revive another person then you can unshift.
-Aim down (or turn to the mobs), shoot your guns, and use lightning (while aiming down) if it’s available. Don’t use lightning if you are in the eco stage.
-Repeat

If done properly, you will just not die.
Do keep in mind that the rev cycle is easy to mess up and will just take a bit of getting used to.
Depending on what round you are on, you may or may not want to jump if you do end up having to rev cycle. For example, on x0 you will want to jump, but on x4 you don’t.
Jumping can increase your chances of getting knocked out of the corner.

How to use the shopping spree:
On the first spree, everyone rolls once, and takes whatever they get except Puncher. Taking puncher will mess up the whole game because you will not be able to do rev cycle anymore.
What you are looking for is a third gun, and a skill, preferably zapper and lightning.
On the following sprees, follow this rule:
-People without a third gun are prioritized to roll.
-After that, let the guy with the worst stuff roll first. That means bad/no third, bad/no skill. If he gets bad stuff again then let him keep rolling.

If you have the round 5 spree and/or get bad guns from the r5 spree, you can consider restarting. You don’t really need to restart if you get bad stuff from round 6 or 7 patterns.

Other important things:
-Don’t take insta kills. You will lose gold if you do. If it gets taken by accident, you don’t have to stop shooting as the gold lost isn’t that much (unless on a grow round, I will explain what to do later) 
-Use the playervisibility mod. It’s really helpful.
-Know the max ammo pattern, it helps more than you think
-Always try to have lots of ammo on grow rounds, and for later rounds in general
-Double golds are SUPER USEFUL. On regular rounds, check to see if the next round is a grow round. If not, you can take it instantly, otherwise take it on the next round. On grow rounds try to take them later when the slimes are bigger.
-Get as much headshots as you can, they give much more gold
-Sometimes using lightning can create glitched mobs. There are two kinds of glitches. The first kind is where the mobs will not count on the scoreboard and can only be killed by melee. This usually happens when two lightning strikes happen in quick succession. The other kind is where the mobs will be invisible but will appear on the scoreboard. You can kill the invisible mobs by striking the ground with lightning.
-On rounds with slimes, you will find that more often than not some slimes will get stuck under the ground. They are easy to kill with wallshoots though, and eventually you will learn which spots they get stuck in most frequently.

Some abbreviations you should know
-cc or chest: Chest corner, where the chest is to your right and the wall is to your left
-pc or perk: Perk corner, in the one block gap by the vending machine
-ult: Ultimate machine corner, in the small gap by the machine
-alt: Short for alternative, in the corner all the way back of ferris where the window is to your left and a wall is to your right, opposite from the iron bars
-ent: Entrance corner, in the small gap at the park gate
-zz: Zombie zapper
-rr: Rainbow rifle
-gd: Gold digger
-ft: Flamethrower
-sg: Shotgun
-dbsg: Double barrel shotgun
-lrod: Lightning rod
-ss: Shopping spree powerup
-dg: Double gold powerup
-bg: Bonus gold powerup
-r(x): short for round. example: r10 = round 10
-o1: short for The old one
-eh(x): Extra health perk level (x)
-qf: Quick fire perk
-fr: Fast revive perk
-fb: Frozen bullets perk
-s1: save 1 zombie

Now for the actual rounds.

r1-4: Buy shotgun whenever you can
r5-7: Open roller, use the ss. If you really wanted to you can skip the ss and open it later but I don’t really recommend it
r6-9: nothing special
r10: ufo opens. There’s also some slimes, grow them if you want, not important on this round. I like to buy gold armor on this round
r11-14: nothing special
r15: Giant. Open ferris on the start of this round and ultimate your pistol and shotgun.
There’s also slimes, again it’s not important to grow them.
r16: grow the slimes if you want
r17: nothing special, you can buy iron armor
r18: First grow round. 3 people all the way in chest corner, 1 guy agro everything. Kill all the extra mobs that come by using pistol or shotgun aiming at the ground. Try not to shoot the slimes.
PLEASE don’t use shotgun on 1 mob. All of the bullets will spread to the slimes.
Preferably, someone will have a chat macro to say “T”. When he says this, start shooting. Be sure to be quickswitching to get the most gold.
Depending on your insta pattern, you might have an insta spawn on this round. Do NOT take it. If it gets taken by accident, use knife only on the mobs and don’t hit any slimes. You can try to kill all the wave 1 mobs to spawn the insta away from you so it doesn’t get taken by accident. Slimes will not carry the insta.
r19: Chgugluggulguglugs and worms
r20: 2 giants.
r21: Sentinels, open bumper and buy these perks: Quick fire, fast revive, extra health 3. Eh3 is cost efficient. Don’t buy more eh until you get diamond chestplate.
r22: 2 giants, they do not make a warning sound. Giants have iron armor now
r23: Grow round, same thing as round 18. Again, depending on your insta pattern you might have an insta on this round.
r24: 3 giants.
r25: Mega slime boss: everyone go middle and aim up
r26: Grow round, only slimes and no mobs. You can go chest or entrance corner, but don’t spread out. Ent is safer, but more mobs will get stuck in the ground.
The slimes will be hitting you a lot, just punch them away.
If you have the r6 ss pattern, go to chest corner.
r27 - 28: Nothing special
r29: The WORST grow round. Perk corner, you might have to rev cycle. Same procedure as round 18 or 23: kill all the extra mobs, and have someone with a chat macro call out T. 
r30: 4 giants, they have diamond armor now
r31: Perk corner, grow slimes
r32: Nothing special
r33-34: Perk corner, grow slimes
r35: Mega magma boss, everyone go to middle and aim up.
Most of the rounds in this part of the game have giants. You can be in middle to use shotgun, but make sure to get out of the way before the giants spawn.
The rounds from this point on are harder than before. You may have to refill your guns after each round.
r36: Chest. Difficulty spike round. 3 giants, lots of clowns. Don’t die this round or else it’s hella awkward.
You can use all 3 guns on this round if you want
r37: Chest corner, sentinels, 3 giants
r38: Chest, random mobs, 3 giants
r39: Chest, grow round, 3 giants. Start shooting when the giant gets close.
r40: Chest, old one, 4 giants. The o1 will spawn at the end of the round when there are a few mobs left. Be all the way back in chest corner before it spawns.
r41: Chest, 4 giants
r42: Chest, 6 giants, they will spawn instantly so be careful
Use all 3 if you want
r43: Chest, the best grow round. 6 giants, shoot the giants when they get close. If you want you can continue growing after the giants are dead.
r44: chest, 9 giants, they will spawn instantly
r45: Ult corner. 2 o1s, 3 giants. Giants will spawn on wave 2 and the o1s will spawn on wave 3. Use all 3 guns this round.
r46: Chest. Golems, they do no damage, 1 o1. Don’t leave the corner until the o1 is dead. Don’t use lightning either, unless there are no golems close to the o1.
r47: Chest, grow round, 3 giants. The giants will spawn on the last wave when the slimes are big, so they might get stuck behind them. Shoot when the giants get close or when the slimes are fully grown.
There’s also some golems, don’t hit them away from you because they will take the damage ticks.
r48: Chest, creepers, they do huge damage. 1 o1
r49: Alt, use all 3 if you want. No giants, but lots of mobs.
r50: Ult, all 3 guns. 4 giants, lots of zombies that do lots of damage. Use lightning if there is a lot of zombies in a pack.
r51: Door corner (in the door in front of Ult). Skeletons that do no damage, 4 giants. Don’t use lightning or you will lose lots of gold.
r52: Chest, grow round, 4 giants, don’t hit the golems away from you.
If everyone on the team is at an equal skill level, then everyone should get chestplate on this round, or at least be close to getting it. You can roll while shooting once you get 100k gold. Prioritize ultimating your current guns over rolling.
Obviously, if someone on the team is better than everyone else then he will get chestplate some rounds early. If you have an absurd amount of gold compared to everyone else, don’t shoot too much and instead roll.
After he gets some guns, 1 guy will replace quick fire with frozen bullets. Instead of dps’ing the mobs, instead focus on hitting every mob to freeze them.
From now on, use all 3 guns on each round, even if you don’t have chestplate (except on 56 and 57.) There’s also no need to let the slimes grow past this point.
r53: Alt, 4 giants, clowns
r54: Alt, 4 giants, 2 o1’s. Wave 1 has only golems, wave 2 and 3 have 2 giants and 1 o1. Giants are Rainbow giants from now on. You can go cc if you want, it’s just a bit more risky.
r55: Ult, 5 giants, 2 o1. Giants will spawn 1 after another. Rev cycle if you need.
If you have good guns and a confident team, you can go alt and wallshoot all the mobs.
r56, 57: Chest corner. Mega slime and mega magma, along with some golems. If someone does not have chestplate, let him solo these rounds. If you need to solo, use pistol and shotgun only. Roll if you need.
r58: Alt, 6 giants, 5 o1. wave 1 has only golems, wave 2 has 3 giants and 2 o1, wave 3 has 3 giants and 3 o1. Cc if you want, again it’s a bit riskier
r59: 13 o1. Stand on the corner of a stair (like the armor or ammo shops) and the o1 will usually not be able to reach you.
r60: Ult, all the way back. Lots of mini space blasters. If you hold a, s and go to the left side of ult, all the space blasters will run towards you. After the last wave comes you can use lightning. 2 o1.
From now on, rounds are copies of previous rounds. x1 means 61, 71, 81, 91, x2 means 62, 72, 82, 92, and so on. An exception is round 69, 79 and 89, 99 for some reason.
x1: Wolves and magma cubes. Chest (faster) or ult (safer). If you are at chest and need guns, roll while shooting.
x2: Only clowns. Chest (faster) or alt (safer).
x3: Creepers and wolves. Chest.
x4: Ult corner. Worms. Somewhat hard. Killing a blaze will sometimes create a glitched fire that will not disappear on its own, and you cannot get rid of it. Because of this, have 1 guy target the blazes that are in ferris or in line with the worms while also shooting the mobs.
After all the worms are dead, leave ult and kill the rest of the blazes. As long as no glitched fires are created in chest, ult, or alt, you’re good.
x5: Second (or first?) hardest round. Giants, molten and fire lord zombies. Ult.
Use lightning when there is a pack of mobs close to you. Just walk forward about 1.5 blocks, aim down, and use lightning, then quickly walk back. Remember that if two people use lightning in quick succession, it might cancel out and do nothing, so have some delay between the lightning strikes.
There’s also blazes, but they only spawn on the second wave. Just kill them if they are in ferris, otherwise target the mobs. Wave 1 is only sentinels.
Giants spawn on wave 4, 5, 6.
Alternatively, if your team is confident enough you can go to alt and wallshoot all the mobs.
If you have to rev cycle, don’t be jumping as that will increase your chances of getting knocked out of the corner on this round.
x6: Creepers and Da Bombs. Chest.
x7: Fire lords, molten zombies, 1 o1, magma cubes. Ult corner.
Focus the mobs over the slimes. Use lightning when there is a pack of mobs using the same technique as round x5.
x8: Worms, Da Bombs, golems. Ult
1 guy target the golems that spawn in ferris (they spawn in front of the door), the rest target mobs.
x9: Skeletons, space blasters, clowns, 2 o1. Ult. For some reason, 69 and 79 have skeletons, but on 89, 99 they are replaced with guardians.
Try to s1 by getting a space blaster stuck in ult. To do this, just have him agroed on you, walk into ult, then walk out while hugging the machine’s wall. The space blaster should get stuck.
If someone knows how, perform the roof trick. You can do this by aiming around the top of the ufo and using rr to push the mobs behind the barriers on top of the booths.
If it fails, use the space blaster. Otherwise, kill everything except the one stuck in the roof.
If a space blaster gets stuck in the roof, it will run really far away from the map and you will not know how to reach it, and you will have to wait for it to despawn. So try not to push a space blaster onto the roof.
x0: First (or second?) hardest round. You will need to rev cycle a lot.
1 person dances. A simple dance is:
-Start where the door to ferris is supposed to be
-As soon as the clowns spawn in the ufo, run in a circle, counter clockwise.
-Around the time you reach the target practice, some golems will spawn there. Try not to get hit by them, and push them away with rr.
-After you run away from the golem, the first few old ones will spawn next to you. Don’t die to them.
-Finish the circle, then go to ult. If you want, you can hold s while shooting the mobs.
-The first giants will spawn around the time you reach ferris again.
1 person will have fb from before. They should freeze everything, primarily the old ones and giants.
1 person should target the golems. The golems will spawn in front of the door. You don’t necessarily have to kill the golems, you can just try to pin them into the door corner.
1 person will just dps everything.
r101: World ender boss. Everyone go to middle. You have to kill it in under 5 seconds or else you will lose. 
Use lightning on the boss. If you want, replace zapper with shotgun.
The boss will spawn quickly compared to all the other rounds.
r102-105: 1 o1 carrying a paper that does no damage. The reason for these rounds existing is unknown.
Beat round 105: You have won AA. Good job.

If you have any questions, you can contact me. My discord is ayn234.

